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”GAMING NETWORK” 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] The present application claims the bene?t of priority 
to Australian Provisional Patent Application No. 
2007905240, ?led on Sep. 25, 2007, entitled “A GAMING 
NETWORK”, Which is herein incorporated by reference in its 
entirety. 

FIELD OF THE INVENTION 

[0002] The present invention relates to a gaming netWork of 
the type including a plurality of gaming machines in net 
Worked communication With one or more gaming control 
and/ or administration devices. 

BACKGROUND OF THE INVENTION 

[0003] It is knoWn to provide a gaming netWork of the type 
Wherein multiple gaming machines are connected together in 
a master/ slave type arrangement. In one implementation, a 
bus is connected to a master/slave control device and each 
gaming machine is connected to the bus. Communications 
betWeen the master/slave control device and the gaming 
machines are controlled by the master/slave control device 
and are based on conventional master/slave type protocols. 
This type of gaming netWork is generally implemented in 
accordance With RS485 standards. 
[0004] More recently, it is becoming increasingly common 
to replace such RS485 master/slave type gaming netWorks 
With point to point Ethernet type gaming netWorks Wherein 
multiple gaming machines are connected in a point to point 
type arrangement With a netWork sWitch and through the 
netWork sWitch to a gaming control device. 
[0005] HoWever, in order for a business to transition from a 
master/slave RS485 type netWork arrangement to a point to 
point Ethernet type netWork arrangement signi?cant expense 
Will be incurred including costs in replacing master/slave 
based gaming machines With point to point Ethernet based 
gaming machines. 

SUMMARY OF THE INVENTION 

[0006] In accordance With a ?rst aspect of the present 
invention, there is provided a gaming netWork including: 
[0007] point to point cabling infrastructure connectable to 
at least one ?rst gaming machine and connectable to at least 
one second gaming machine, each ?rst gaming machine 
arranged to communicate using a master/ slave protocol, and 
each second gaming machine arranged to communicate using 
a point to point protocol; 
[0008] an interface device having a communications bus 
connectable to a master/ slave control device and to the point 
to point cabling infrastructure such that each ?rst gaming 
machine is connected to the communications bus and is con 
trollable by the master/ slave control device through the point 
to point cabling infrastructure; 
[0009] the point to point cabling infrastructure being con 
nectable to a point to point control device such that the at least 
one second gaming machine is controllable by the point to 
point control device through the point to point cabling infra 
structure. 

[0010] In one embodiment, the gaming netWork includes a 
master/ slave control device arranged to control the ?rst gam 
ing machines. 
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[0011] In one embodiment, the gaming netWork includes a 
point to point control device arranged to control the second 
gaming machines. 
[0012] In one embodiment, the point to point cabling infra 
structure includes a plurality of tWisted pair cables. Each 
tWisted pair cable may be a Cat 5 type cable. Each tWisted pair 
cable may include a RJ45 type connector. 
[0013] In one embodiment, each ?rst gaming machine is 
arranged so as to communicate through the point to point 
cabling infrastructure using a master/ slave protocol in accor 
dance With a RS485 standard. 

[0014] In one embodiment, each second gaming machine is 
arranged so as to communicate through the point to point 
cabling infrastructure using a point to point protocol in accor 
dance With an Ethernet standard. 

[0015] In one embodiment, the gaming netWork further 
includes a patch panel having a plurality of patch sockets, 
each ?rst and second gaming machine being connected to a 
patch socket through the point to point cabling infrastructure, 
and a plurality of patch cables arranged to facilitate selective 
connection betWeen the patch sockets and the master/ slave 
control device or point to point control device. 
[0016] In one embodiment, the gaming netWork further 
includes a netWork sWitch disposed betWeen the point to point 
control device and the point to point cabling infrastructure. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] Certain embodiments of the present invention Will 
noW be described, by Way of example only, With reference to 
the accompanying draWings, in Which: 
[0018] FIG. 1 is a schematic diagram of a gaming netWork 
in accordance With an embodiment of the present invention; 
and 
[0019] FIG. 2 is a schematic diagram of the gaming net 
Work shoWn in FIG. 1 With the gaming netWork incorporating 
a patch panel. 
[0020] The foregoing summary, as Well as the folloWing 
detailed description of certain embodiments of the present 
invention, Will be better understood When read in conjunction 
With the appended draWings. For the purpose of illustrating 
the invention, certain embodiments are shoWn in the draW 
ings. It should be understood, hoWever, that the present inven 
tion is not limited to the arrangements and instrumentality 
shoWn in the attached draWings. 

DESCRIPTION OF CERTAIN EMBODIMENTS 

[0021] Referring to FIG. 1 of the draWings, there is shoWn 
a gaming netWork 10 Which is capable of connecting to gam 
ing machines 12, 14 of the type using a master/slave type 
protocol and to gaming machines using point to point type 
protocols through a commonpoint to point cabling infrastruc 
ture 16. 

[0022] The gaming netWork 10 is connectable to at least 
one ?rst gaming machine 12 arranged to communicate using 
a master/ slave type protocol, and to at least one second gam 
ing machine 14 arranged to communicate using a point to 
point type protocol. In this example, each of the ?rst and 
second gaming machines 12, 14 connects to the point to point 
cabling infrastructure 16 using ?rst tWisted pair cables 18 
terminated With RJ45 type connectors.A suitable tWisted pair 
cable is a CAT-5 cable commonly used in conventional Eth 
ernet netWorks. 
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[0023] In this example, the point to point cabling infrastruc 
ture 16 includes a plurality of second tWisted pair cables 19, 
each second tWisted pair cable 19 being terminated at a R145 
type socket. 
[0024] The ?rst gaming machines 12 are connected through 
respective second tWisted pair cables 19 in the point to point 
cabling infrastructure 1 6 and through respective third tWisted 
pair cables 24 to a master/ slave interface device 20, and 
through the master/ slave interface device 20 to a master/ slave 
control device 22. As With the ?rst cables 18, in this example 
the third tWisted pair cables 24 are terminated With R145 type 
connectors. 

[0025] The master/ slave control device 22 is arranged to 
handle administration of the ?rst gaming machines 12, to 
control the status and properties of the ?rst gaming machines 
12, and to monitor information associated With the ?rst gam 
ing machines 12 such as the bandWidth, and CPU and 
memory usage associated With the ?rst gaming machines 12. 
The master/ slave control device 22 may be referred to as a site 

operator terminal (SOT). 
[0026] The second gaming machines 14 are connected 
through respective second tWisted pair cables 19 in the point 
to point cabling infrastructure 16 and through respective third 
tWisted pair cables 24 to a netWork sWitch 26, and through the 
netWork sWitch 26 to a LAN control device 28. The third 
tWisted pair cables 24 are in this example terminated With 
R145 type connectors. 

[0027] The LAN control device 28 is arranged to handle 
administration of the second gaming machines 14, to control 
the status and properties of the second gaming machines 14, 
and to monitor information associated With the second gam 
ing machines 14 such as the bandWidth, and CPU and 
memory usage associated With the second gaming machines 
14. The LAN control device 22 may also be referred to as a 
site operator terminal (SOT). 
[0028] As shoWn more particularly in FIG. 2, a patch panel 
30 may be incorporated into the gaming netWork 10 betWeen 
the point to point cabling infrastructure 16 and the master/ 
slave and LAN control devices 22, 28 so that by appropriate 
connection of R145 connectors 32 of patch cables 34 betWeen 
the patch panel 30 and the master/slave and LAN control 
devices 22, 28, a gaming machine 12, 14 may be connected 
through the point to point cabling infrastructure 16 to either 
the master/ slave interface device 20 or the netWork sWitch 26. 

[0029] As shoWn more particularly in FIG. 2, the master/ 
slave interface device 20 includes a communications bus 40 
connected to a master socket 42, in this example of R145 type 
and a plurality of slave sockets 44, in this example of R145 
type also connected to the communications bus 40. 

[0030] It Will be appreciated that by connecting the master/ 
slave control device 22 to the master socket 42 through the 
point to point infrastructure 16 and connecting each ?rst 
gaming machine 12 through the point to point infrastructure 
16 to a slave socket 44, it is possible for the master/slave 
control device 22 to communicate With the ?rst gaming 
machines 12 through the point to point infrastructure 16 using 
a suitable master/ slave protocol. 

[0031] It Will also be appreciated that by connecting the 
LAN control device 28 to the netWork sWitch 26 through the 
point to point infrastructure 16 and connecting each second 
gaming machine 14 through the point to point infrastructure 
16 to the netWork sWitch, it is possible for the LAN control 
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device 28 to communicate With the second gaming machines 
14 through the point to point infrastructure 16 using a suitable 
point to point protocol. 
[0032] It Will be understood, therefore, that With certain 
embodiments of the present invention it is possible to incor 
porate gaming machines of master/slave protocol type and 
point to point protocol type into the same gaming netWork and 
to use a single point to point cabling infrastructure to com 
municate With the gaming machines. As a consequence, it is 
possible for a gaming operator to install a point to point 
cabling infrastructure so as to implement a point to point 
Ethernet type gaming netWork Whilst maintaining the ability 
to communicate With legacy gaming machines of master/ 
slave protocol type. 
[0033] It Will also be understood that should any of the 
legacy master/slave protocol type gaming machines 12 be 
replaced With a point to point protocol type gaming machines 
14, the respective connection to the master/slave interface 
device 20 need only be connected instead to the netWork 
sWitch 26. This is easily facilitated in the example shoWn in 
FIG. 2 by appropriate connection of the relevant patch cables 
34. 

[0034] In the claims of this application and in the descrip 
tion of the invention, except Where the context indicates oth 
erWise due to express language or necessary implication, the 
Words “comprise” or variations such as “comprises” or “com 
prising” are used in an inclusive sense, i.e. to specify the 
presence of the stated features but not to preclude the pres 
ence or addition of further features in various embodiments of 
the invention. 
[0035] It is to be understood that, if any prior art publication 
is referred to herein, such reference does not constitute an 
admission that the publication forms a part of the common 
general knoWledge in the art, in Australia or any other coun 
try. 
[0036] Modi?cations and variations as Would be apparent 
to a skilled addressee are deemed to be Within the scope of the 
present invention. 
[0037] Several embodiments are described above With ref 
erence to the draWings. These draWings illustrate certain 
details of speci?c embodiments that implement the systems 
and methods and programs of the present invention. HoWever, 
describing the invention With draWings should not be con 
strued as imposing on the invention any limitations associated 
With features shoWn in the draWings. The present invention 
contemplates methods, systems and program products on any 
electronic device and/or machine-readable media suitable for 
accomplishing its operations. Certain embodiments of the 
present invention may be implemented using an existing 
computer processor and/or by a special purpose computer 
processor incorporated for this or another purpose or by a 
hardWired system, for example. 
[0038] Embodiments Within the scope of the present inven 
tion include program products comprising machine-readable 
media for carrying or having machine-executable instruc 
tions or data structures stored thereon. Such machine-read 
able media can be any available media that canbe accessed by 
a general purpose or special purpose computer or other 
machine With a processor. By Way of example, such machine 
readable media may comprise RAM, ROM, PROM, EPROM, 
EEPROM, Flash, CD-ROM or other optical disk storage, 
magnetic disk storage or other magnetic storage devices, or 
any other medium Which can be used to carry or store desired 
program code in the form of machine-executable instructions 
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or data structures and Which can be accessed by a general 
purpose or special purpose computer or other machine With a 
processor. When information is transferred or provided over a 
network or another communications connection (either hard 
Wired, Wireless, or a combination of hardWired or Wireless) to 
a machine, the machine properly vieWs the connection as a 
machine-readable medium. Thus, any such a connection is 
properly termed a machine-readable medium. Combinations 
of the above are also included Within the scope of machine 
readable media. Machine-executable instructions comprise, 
for example, instructions and data Which cause a general 
purpose computer, special purpose computer, or special pur 
pose processing machines to perform a certain function or 
group of functions. 
[0039] Method steps associated With certain embodiments 
may be implemented in one embodiment by a program prod 
uct including machine-executable instructions, such as pro 
gram code, for example in the form of program modules 
executed by machines in networked environments. Generally, 
program modules include routines, programs, objects, com 
ponents, data structures, etc., that perform particular tasks or 
implement particular abstract data types. Machine-execut 
able instructions, associated data structures, and program 
modules represent examples of program code for executing 
steps of the methods disclosed herein. The particular 
sequence of such executable instructions or associated data 
structures represents examples of corresponding acts for 
implementing the functions described in such steps. 

1. A gaming netWork comprising: 
point to point cabling infrastructure connectable to at least 

one ?rst gaming machine and connectable to at least one 
second gaming machine, each ?rst gaming machine 
arranged to communicate using a master/ slave protocol, 
and each second gaming machine arranged to commu 
nicate using a point to point protocol; 

an interface device having a communications bus connect 
able to a master/ slave control device and to the point to 
point cabling infrastructure such that each ?rst gaming 
machine is connected to the communications bus and is 
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controllable by the master/ slave control device through 
the point to point cabling infrastructure; 

the point to point cabling infrastructure being connectable 
to a point to point control device such that the at least one 
second gaming machine is controllable by the point to 
point control device through the point to point cabling 
infrastructure. 

2. A gaming netWork as claimed in claim 1, Wherein the 
gaming netWork comprises a master/ slave control device 
arranged to control the ?rst gaming machines. 

3. A gaming netWork as claimed in claim 1, Wherein the 
gaming netWork comprises a point to point control device 
arranged to control the second gaming machines. 

4. A gaming netWork as claimed in claim 1, Wherein the 
point to point cabling infrastructure comprises a plurality of 
tWisted pair cables. 
5.A gaming netWork as claimed in claim 4, Wherein at least 

one tWisted pair cable is a Cat 5 type cable. 
6.A gaming netWork as claimed in claim 4, Wherein at least 

one tWisted pair cable comprises a R145 type connector. 
7. A gaming netWork as claimed in claim 1, Wherein each 

?rst gaming machine is arranged so as to communicate 
through the point to point cabling infrastructure using a mas 
ter/ slave protocol in accordance With a RS485 standard. 

8. A gaming netWork as claimed in claim 1, Wherein each 
second gaming machine is arranged so as to communicate 
through the point to point cabling infrastructure using a point 
to point protocol in accordance With an Ethernet standard. 

9. A gaming netWork as claimed in claim 1, comprising a 
patch panel having a plurality of patch sockets, each ?rst and 
second gaming machine being connected to a patch socket 
through the point to point cabling infrastructure, and a plu 
rality of patch cables arranged to facilitate selective connec 
tion betWeen the patch sockets and the master/ slave control 
device or point to point control device. 

10. A gaming netWork as claimed in claim 1, comprising a 
netWork sWitch disposed betWeen the point to point control 
device and the point to point cabling infrastructure. 

* * * * * 


